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An Ancient enemy Returns 


Long before mankind walked the Earth, there existed foul crea- 
tures that were banished to the depths of the planet. Living there 
for many eons, these monsters survived — waiting for the day 
when they could return to the surface. That day has finally come! 


Your name is Corona and it’s your fourteenth birthday! You have 
inherited your father’s sword and now must search for your des- 
tiny as a warrior. Your first mission is to master the use of your 
weapon. Along the way you will befriend animals who will 
enhance your powers and those of your sword as well! Learn 
how to handle your sword and use the animal's abilities so you 
can you take up the quest of ridding the land of the deadly invad- 
ing beasts! 








DIRECTIONAL BUTTON 


TAKE CONTROL! 


Throughout che booklet, the buttons on the Genesis 
Control Pad will be referred to as follows: 








Directional Button (D-Pad), Start Button, Button 
Button B, Button A. 





NOTE: Buttons X, Y, and Z on the 6-button 
Control Pad are not used in this game. 





BUTTON FUNCTIONS 








Each of the buttons mentioned below may have more than 
one function. Your cha 
beginning of the game and learns more as he progre: 


cter has a few abilities at the 








5. 
Certain abilities are absolutely necessary to advance to new 
levels of the game. 





тһе button functions listed below can be performed 
at the start of the adventure. 





WALK D-Pad 


Your character can move in eight different 
directions by pressing the D-Pad. Use the D- 
Pad to climb up ropes and steps as well as 
entering unlocked doors. 





PUSH D-Pad 


There are stones and blocks located through- 
out the game that are small enough for your N 
character to push. 


SWORD Button A 


This is your weapon throughout the game. 


Press Button A to swing it at enemies, cut 
down grass, smash rocks and turn on switch- z 
es. As you gain animal friends to your cam- 


paign, you will notice the effects they add to 
your sword. 








TALK Button A 


This game requires you to speak with a number of charac- 
ters. Only by talking to the people of the 
land can you correctly identify the direc- 
tion for your quest. Get close to a charac- 
ter you wish to speak with and press 
Button A to engage in conversation. 
Use this to talk to people, animals 
and read signs. 







Note: You cannot speak to hostile 
monsters! 


PAUSE/COMMAND 
SCREEN Start Button 


Once you begin your adventure, you can press the Start 
Button to pause the game and go to the Command Screen. 
See the section titled “Using The Command Screen” for 
more details. 





As The guest Continues... 


You will meet many friends along the way who will teach 
you valuable lessons that enable you to progress to new 
levels. These abilities can only be found by finding these 
special characters. Examine every level carefully or you may 
overlook hidden items, treasures or these significant mem- 
bers who will join you in your quest. 








Abilities To Learn 





J UM p Button B 


When you begin the adventure, your character 
does not have the ability to jump. Once he $ 
learns this ability, press Button В to jump ас 

any time! 


BLOCK Button C 

Some of the animal friends that join your 
quest have che ability to block attacks from 
your enemies. Press Button C to equip 
yourself wich your animal companions and 
perform this move. Press it again to release 


д” the animal. 


Note: Not all animals have chis ability! 


3% 


SWORD THROWING Button A 


This power can be purchased early on in the game. Once 
your character has chis ability, you can hurl the sword as a 
missile weapon! The sword always returns co your hand 
after a throw. Use this ability to mow down large sections 
of grass, trip switches from far away and attack more than 
one enemy at a time! Hold down Button A until the sword 
glows then release the button. The sword flies in che direc- 
tion you pointed last, then returns to you in the quickest 
manner possible. You cannot succeed in the later levels 
without mastering this technique! 





GRAB, ІЛЕТ and THROW Button A 


Once you are taught this combination of moves, you gain 
the ability to pick up an object, carry it and throw it 
down. Although carried items cannot be used as weapons, 
they make handy stepping stones. To perform this move, 
stand in front of the item you wish to lift and press Button 
A. Once lifted, your character holds on to it until you press 
Button A again. If you JUMP then press Button A, you 
will be able to throw the item you are holding. 


The adventure Begins! 


STARTING A NEW GAME: If you are beginning a new 
adventure, the Data File Screen will be blank. Press Button 
A or C, and the Name Input Screen appears. Personalize 
the adventure by placing your 





name as the hero! This way, every 

time you save your current status, 

you return to the level at which 

you last left. You can use a maxi- 

mum of 10 letters for your per- 

sonalized name. Press Button B 

or the backspace arrow to erase a 

letter. If you have played before, you will see the names 
that were previously entered. If you select a starting point 
that has no name, you will begin a new adventure. 


NOTE: This is a very long game! Save your game often! 
ERASING A SAVED GAM lect the DELETE com- 
mand from the upper right hand corner of the Data File 
Screen and press either Button A or C. The cursor 
changes to the Data Erase mode. Select the 











unwanted game with che cursor 
and it will be highlighted. Select 
DELETE again and ic will be 
erased from the memory. Press 
Button B or select UNDO from 
the command menu to undo the 
command immediately prior to selecting this option. 


COPYING SAVED DATA: 

To copy saved data to another location, select MOVE and 
press either Buccon A or C. The game asks WHICH? Select 
the data to be erased and the game then asks WHERE? 
Select where you would like to copy the data and the con- 





firmation screen appears. Select MOVE and press cither 
Button A or C. Press Button B or 
select UNDO from the command 
menu to undo the command 
immediately prior to selecting 
this option. 





The game screen 


The object of this game is to explore every detail of this 
world, learn or purchase a variety of skills, recruit as many 
animals as possible to join you in 
your quest, solve the secrets of 
the world and save humanity 
from the legions of monsters that 
are roaming the countryside. 








The game screen itself shows the following information: 


1. PLAYER'S HP: Your HP (Health Points) is represent- 


ed by apples. Each time you are hit or damaged, a small 













apple disappears. When all the apples disappear, the game 
is over. 
2 3 
2. SET OF 1 
APPLES: For 
every 8 small 4 


apples you receive 
one large apple which is dis- 
played by number in the 
upper left hand corner. 
When you have reached che 
maximum number of HP's, the word МАХ appears by 
your apple(s). 


3. COIN: The amount of Malins (money) you currently 
possess is shown here. 


4. ЕМЕМУ HP: The green apples represent the enemy's 
HP. When this reaches zero, you have defeated the enemy. 





using The command screen 








At most times during the game play you can access the 
Command Screen by pressing the Start Button. All action 
in the game ceases and you are presented with detailed 





information about your character, the current group of ani- 
mal friends that accompany you and their special abilities. 
This is 
which animal(s) you wish to equip yourself 


Iso where you SAVE your current game and choose 








travels. 


1. SAVE: Sav 
selecting the SAVE command. Use the cursor to high- 





our game and maintain your progre: 





light the SAVE command and press Button A or C. The 
YES/NO option appears. Press Button A or C and your 
game will be saved. 





3 


е 


- ACTIVATED ANIMALS: 


You can equip yourself 
with up to 2 animals at anytime. Animals chosen for 
the equipped area appear on screen with you until they 
are returned to the standby area. To equip yourself with 
an animal, highlight it and press Button A or C, then 
highlight the position of the animal (Slot A or B) and 


press Button A ог С. 


REMOVE ANIMAL A: Highlight this box and press 
Button A or C to remove animal A from the equipped 


area and return it to the standby area. 


. REMOVE ANIMAL В: Same as above 


. STANDBY: Displays all animals currently in your 


. COMBINATION EF 


party. 





ANIMALS SPECIAL ABILITY: Explains each ani- 


mal's special ability. 





Explains the effect of the 
two animals you have paired up and equipped yourself 
wich. 


. SPECIAL ITEMS: Displays items you currently have 


in your possession. 





main characters 





Corona - the Hero 

This is the character you play in the game. 
The game opens up at Coronas 14th birch- 
father’s sword and 





day and he inherits his 
shield. Corona lives with his mother and 
his trusty dog, Mac. Note: The rest 

of the characters in the game will 
always refer to you as the name you 
entered in the Name Input Screen. 


Alice 

A childhood friend of Corona, 
Alice used to have 

on the gallant warrior 
types, but hı 
that fighting is wrong 


crush 








5 now seen 


and wishes all 
fighting to stop. 





Fortune Teller 
This mysterious с 
accurate predictions 





ar: 





cter has very 
and rumor ha: 





it 





that the Fortune Teller can alter che 
course of people's lives. The identity of 
the Fortune Teller is unknown. 











Duffy 
An instructor at the Rafflesia Training 
all the recruits the 






ground, Duffy teache: 

basics of fighting and how to go about / 
your adventure, He may seem fierce, G 
but he's really a nice guy. His mother 
lives in Dahlia Valley. 





Klin the Sorcerer 

Klin is an apprentice sorcerer who lives 

in Magic Rose. Klin's best friend is 

Slime, but Klin's competitive spirit is 
sometimes too much to bear (even for 

Slime!) Klin despises humans, espe- h 
ly sword toting warriors! » 





Атоп 
This hero has агсафу received а Holy, 
Sword from His Majesty, the King 
and has left on a dangerous jour- 
ney to battle the monsters. 

You'll have to work hard to catch 
up with him! 















Animal characters 


Every animal in the game has an important role. Some 
are more obvious than others, but each addition to your 
party strengthens your abilities and increases the odds of 
your suce 
may befriend. 








- Listed below are some of the creatures you 


| Мас the Dog 
ч I! This is your faithful dog, Mac. Press 
+ Button С to have Mac block ап enemy 
attack. Mac has a very important role 
in the later stages of the game! 








Cecil the Flying Squirrel 

Cecil will greatly increase the throwing 

distance of your sword. With him 

along you can ricochet the sword off of 

walls, use your sword to scout ahead, turn on switches from 
far away and launch long range attacks! Overall, Cecil is a 
very useful animal co have in your group. 







Dippy the Dinosaur 
Dippy can be found in a desert oasis. He'll help 
you cross oceans and lake: 





as well as get over 
thorny and other dangerous terrain without 
suffering damage. 





Chilly the Penguin 

A native of the frozen island of 
Freesia, Chilly is an expert at ice 
spells. Chilly is especially useful 
against fire-based enemics. 





Flash the Cheetah 
Equipping yourself with che fastest 

land animal gives you twice normal running 
speed and adds distance to your jumps. 






Inferno the Lion 
The opposite of Chilly, Inferno is 
equipped wich a flaming mane that 
adds a blazing fire to your sword that £ 
erates all enemies. His powers 
Пу helpful in che \ 








Pieces the Caterpillar 
This humble insect 
team. When you least expect it he will quit che team and 





starts out 





a useless addition to your 


become even more useless as a motionless pupa. This is che 
stuff of heroes? 











A Travel guide то The Regions 





The world is made up of several regions, each with their 


own particular features, dangers and history. It is vital to 





the succ 





of your quest to understand the background of 
each region before you begin the adventure. 


Village of Soleil 

This is (your) hometown. 
To the north of the village 
tle and to the west, a playground 
for children. 





ron: 





а Cas- 


Rafflesia Training Ground 


To stop the invasion of mon- 





sters, the King ordered the 
construction and operation of 
this facility to better prepare a 
militia to defend the realm. 





Having Beginning, 
Intermediate and Expert levels, th 
challenges that truly hone the 8 
pleting a level, players earn the coveted Bronze, Silver and 


Gold Medals. 





ning ground offers 








ls of a warrior. By com- 





Dahlia Valley 
Upon first glance, this strange 
ley seems to offer little (save the 





monsters that creep out from the 
very rocks!) But upon further 
examination with a well 

thrown sword, you may unleash a stream of water that can 
you to some helpful information. 











Just north of Нос Da 


Anemone Beach 





This is the sandy stepping 
stone to the animal city of 
Water Lily. Water Lily is 
located on the north side of 
Anemone Beach and even fur- 
ther co the north is a cape 


that is feared by even the ani- 





mals! There are many things to be learned from the ani- 


mals of Water Lily, so try to help them as much 





5 you 





Hot Daisy 
This is a very dangerous volc: 





region. One false step and you 
will fall to your doom! Look out 
for flaming monsters that burn 
with their fiery touch. 





Burn Daisy 





y, this is an underground inferno 





labyrinth. Besides , there are beds of rock that are so 
fragile, they break u 
into a stream of 
lava. Don't stand in 
any one place for 


too long. 


Av: 








eight and send you falling 





der your w 


Village of Iris 
Humans live in the 
remote Village of 





Iris. Nearby is the 
Village of Medium 
Lily, the home to many animals. Connected to 
Medium Lily is the weird forest of Magic Ro: 
home to purple trees. 





Camellia Desert 

Crossing the desert is always 
tricky, especially when you are 
confronted by hungry sand- 
worms and prickly cacti that 
shoot pointy projectiles. There 
is an oasis known as Small 
Lily that has a very special 
encounter for you. 


special tems 


Not only do you have to master a number of skills, but you 
also have a variety of items to collect to increase your fight- 
ing abilities. Try to gain these items quickly to enable you 
to solve riddles and survive dangerous encounters. 








Coin - The currency of the land is called the 
Malin. Chop down grass, open boxes and 
chests, and defeat powerful monsters to 
uncover these coins. 





Coin Bag - These are stashed in secluded (and 
sometimes well guarded) spots within each 
region. Each bag contains 30 Malins. 











Apple - Chop down grass, open boxes and 
chests to uncover the apples. One red apple 
restores one lost HP. 


Apple of Life - These apples are larger chan 
the normal apples and they actually glow. 
Collect one of these and not only will your 
HP be completely restored, but it also 
increases by one small apple! 


Treasure Chest - Inside these chests you 
will find very helpful and useful items. Be 
sure to open cach one! 


Bronze Medal - As you near the goal of 
the Beginning Course at Rafflesia Training 
Ground, you will find this hidden in a 
treasure chest. 


Silver Medal - This is hidden in a treasure 
chest in the Intermediate Course at Rafflesia 
Training Ground. 


Gold Medal - This is hidden in a treasure 
n the Expert Course at Raffles 








с the three 





ining Ground. Once you ha 
medals, report to the King! 








Magic Shoes - An old lady named 
Dorothy, who lives in che Villag 
Iris, had these ma 
a little girl. These shoes contain 

in time. Find 


e of 





с shoes when she 





Wi 








the power to travel bac 
the cyclone and use the shoes to travel 
to the past and back again... 


Seed of the Giant Plant - Rumored to 
be located in the Castle of Freesia, this 
seed is capable of growing a plant chat 
reaches the sky. 


Awakening Powder - Anyone who has fall- 
en under the sleeping spell can be awakened 
wich this item. 





Horn - This is the Mystery Horn that is I 
den in Dahlia Valley. No one knows exactly 


where this horn 





ame from, but it has a mon- 





strous look to it... 


Holy Sword - The King of the 
Village of Soleil awards this mighty 
blade to you upon presenting him 
wich che three Medals. Said to 
be the “True Sign of a Hero”, 
the destructive power of this 

sword is awesome! 








Helpful Hints 





Defeating Monsters 
* Always face the enemy in a fight. If you have your back 
or sides turned to an enemy they may get in an attack. 





* Master the sword throwing technique as soon as you can. 
Th 





fer dis 





anc 





way you can attack monsters from a s 





* Some enemies drop coins after they are defeated. Grab 
the coin before they disappear. 


special features of various Regions 





Keep your eyes open to subtle differences in the terrain. 
Some hazards blend into the scenery wel 





and may catch 
you off guard! Try to remember the special features of an 
area for there will be times when you need to return. 


a, lakes, etc., are 1 





Obvious threats like thorns, 





harmful to your character. 


Deep Water - Alchough you 
can cross shallow water, avoid 
falling in the deep water or 
you'll lose an HP. 








Switch - These change certain parts of the 
scenery when you strike them 


rl 


with your sword 





Jump Pads - Jump on these 


HG 


to open new avenues for you 


to explore. 





Hole-In-The-Ground - Avoid swarming 
enemies by diving in here. Press Button B to 
Jump out of a hole (even if you haven't 
learned how to jump yet). 


Heavy Blocks - 
Push with all of your might and you can 


move these blocks. 





sword throwing 








increase the versatility of your sword 


throwing attacks. Here are a few pointer: 


Use a combination of different animals to > 
» 
® Тһе sword can be thrown from high 








places to attack low places. (This 


) aT 


The sword can be thrown up stairs, 





not true for low to high pl 





vines, ropes 





« any other climbable surface. 


The sword can reach arcas chat even your character 
cannot reach by jumping. 


Practice throwing the sword DIAGONAL! 
increase your offensive range. 





If you cannot reach an area on a standard throw of the 
sword, equip yourself with che flying squirrel to 
increase your throwing d 








R 


eall 


Helpful Hints 





Be sure to TALK TO EVERYONE 
and READ ALL SIGNS! If you have 
to, go back and reread signs to get 
their message. Some may not be 
clear to you the first time around. 








SAVE YOUR GAME FREQUENTLY! Nothing is 
more irritating than to have worked so hard to find 
a special item and then lose it because you lost your 
last life before you saved your game! Avoid this by 
frequent saves! 





ve it and 
sets the stage back to where you 


If you mistakenly change the area, | 
return again. Th 
were before you entered in the first place. Learn from 
your mistak 














Collect all Apples of Life! Don't 


reach an Apple of L 


nic if you cannot 








when you first see it. You will 





be given an opportunity later on to get it! 


WHEN IN DOUBT - EXPLORE! You are well 
armed for the adventure, so go boldly into the nether 
reaches of the realm! You may discover treasures that 
were just out of sight, but not out of reach! 


MOW THE LAWN! Not only will you get a few 
Malins for your effort, but you may uncover messages 
that were grown over 





okay, you're stumped! 


WARNING]! 
READ THIS SECTION ONLY If 
YOU ARE HOPELESSLY 
STUCK!!! 


Please, the reason we have included this section is to give 
those who need a little ance a helpful guide through 
the first few regions. Once you have played the game for a 
while and understand the nature of the design, you will 
appreciate solving the riddles, puzzles and ultimately, the 
quest on your own. 








PLEASE DON’T SPOIL IT FOR OTHERS. GIVE 
EVERYONE A CHANCE TO EXERCISE THEIR 
IMAGINATION! 


Having said chat — Here we go: 


Soleil Town(Point A): 
Enemies Encountered: None 


The game begins at Corona's Birthday 
Celebration. Alice, Pico, and Billy have all come to wish 
you a happy birthday. They all play important roles in the 

course of the game. Once you have exited the 
house head for the Fountain, due west. This is 





Soleil's center piece. The prime objective in this town is to 
gather as much information as possible. Throughout your 
quest you will gather much information from this town. 
Your Mother gives you your father's sword and shield. 
Speak to everyone at least TWICE. Many clues will not 
seem clear at first but will be of use later in the game. 
You can look for the fortune teller in the Plaza, 
due west of the fountain, but you will not find him just 
yet... While in the Plaza you may speak to the children. 
The Gophers are there just for fun and serve no purpose. A 
Mermaid is selling an Apple of Life for 800 Malins— if 
you have it, go for it. The Apple of Life not only restores 
your HP, but it also adds one to your Maximum capacity. 





As you head for the castle, due north of the foun- 
cain, you will run into Pico, Alice, and Billy. When enter- 
ing the castle you will come upon the ceremony held in 
honor of Amon the town hero and all-around narcissist. 
After the King has dismissed Amon, he will tell you the 
duties expected of you in becoming a hero. He will also tell 
you of your father’s great legacy. Once you have reported 
your birthday to the King, he will give you permission to 
train at the Training Grounds in Rafflesia (north of Soleil). 
The training grounds cannot be accessed without the 
King’s permission. The King tells you to obtain the three 
medals. There are two doors behind the King, the left one 
leads to the jail while the гірім door will take you to his 
Majesty's chambers. An old man north-cast of the fountain 
will cell you what the three medals are for. The Old Man 
says once you have all three medals che King will award 
you the Holy Sword. 





A soldier in the castle (direcely below the King) 
will cell of the dangers of Dahlia Valley, and also that your 
advancement will be hindered if you cannot throw your 
sword. Another soldier by the cannons found behind 
Corona's home tells you of a hare that might teach you how 
to jump if you can speak to him. At this point you should 
go directly to the Training Ground. Talk to Duffy and 
enter the lodge where a man will offer to sell you the abili- 
ty to throw your sword. If you have not collected enough 
Malins, go out and chop grass and look for coin bags. You 
will need the sword throwing ability for Dahlia Valley. 


Dahlia Valley 1 (Point C): 
Enemies Encountered: Dinos and Dorudorus 


Dahlia Valley will be the first real test. The pur- 
pose of Dahlia Valley is to give access to other levels. There 
are rocks which must be chopped down to advance, but 
Dinos and Dorudorus will get in your way. When slashed, 
boxes marked by an “x” will produce a stream of water 
which can take Corona to certain areas which would other- 
wise by unreachable. 


One of these spouts takes you to the home of 
Duffy's Mother. First до up the stairs and from there you 
will go to your left through more breakable rocks. Then 
back to the right, when you cannot go any further you can 
go up either a scaleable wall or a spring board. From there 
the “x” box which leads to Duffy's Mother is due north- 
west. She is in trouble. A Wolf (che first boss) has trapped 
her in the chimney. To beat him you must 
throw your sword in between the stars he cre- 
ates by hitting himself over the head with a 





mallet. If you do not have the ability to throw your sword 
you must start a previously saved game and go to Rafflesia 
Training Grounds to have the Swordthrower teach you the 
Sword Throw. At the top of Dahlia Valley is the Hare. He 
will not speak co or understand you at this point. The Hare 
will help you later when Mac is with you. 


Soliel Town 2 (Point A): 
Enemies Encountered: None 


Talk to everyone in the town before you go to the 
plaza to see the fortune teller. Once you talk to the for- 
tune teller you will no longer be able to speak to peo- 
ple. Instead you will be able to speak to animals and 
some plants. The first animal you will find is your dog 
Mac. He will be in his dog house as usual. Once you talk 
to him he will decided to join and help you with your 
journey. Now it's time to head to Dahlia Valley to talk 
to the Hare. 


= Dahlia Valley 1 (Point С): 
Enemies Encountered: Dinos and Dorudorus 


Once you enter Dahlia Valley you must first go 
up the stairs. After you have gone up the first set of stairs 
head to your left and go as far as you can. At the far left go 
up the stairs and head for the far right. Go up ewo flights 
of stairs in a row when they are the only option, From 
there go up to the left and use the spring board. North 
from where you landed should be two consecutive pairs of 
stairs, but be careful of the Dinos and 
Dorudorus. Go right after the two stairs. Go 
down the stairs at the end of the plattorm you 





were on, then go up the climbable wall. Once up the wall, 
go left and up the first flight of stairs you can climb. Then 
go to the right and enter the cave. Now you have reached 
the Hare. 


REMEMBER! The Hare will NOT help you if 
you don't bring Mac with you. If Mac is with you, the hare 
will teach you how to jump. From here you can either pro- 
ceed to Anemone Beach or travel to the Intermediate course 
ar Rafflesia. 


Rafflesia Training Ground Intermediate (Point B): 

As you enter go up then left. Go down and jump 
over the spikes and to the left. Go up the stairs, flip the 
switch and go down all the way to the bortom and get on 
the slime and it will take you to the right. Here you will 
encounter red switches. Some switches help, others make 
spikes appear. Follow the path and when you go up you 
will encounter flame throwers. From here, go left as far as 
you can, then go up. Get on the slime and proceed right. 
Be careful not to land on the spikes, just trust your shadow 
and land on the red switches. Now go up and flip the red 
switch and slime will appear. Ride it down and go right. 
Go up the first set of stairs. Get as close to the edge of the 
pits and jump over. Cross the bridge and throw your sword 
at the red switch and the walls will disappear. Go down 
and to the left down then right. Here you will again need 
to throw your sword at the red switch and the path will 
open. Follow it co the stair case and go up. Follow the path 
around and go down the stairs into the water. Be careful 

not to step in the deep blue water as you jump 
from log to log. Make your way up to the top 
stair case and go all the way up into the next 





screen. You can't get the Apple of Life in the water until 
later, so just go up. While on land, flip all the red switches 
you see. As you go up, there is no way to pass the flame 
throwers. Instead go down the staircase. Go down another 
staircase, to the left and cross the bridge to the right and 
get the money bag. Go back to the left and up the gray 
staircase. Now get on the slime and it will take you to 
another red switch. Go up then right and down some stairs 
and slash the red block. That will open a path downward. 
Go down two flights of stairs and read the sign. It will tell 
you how the next puzzle works. Be sure that all che blue 
fuses are touching BEFORE you hit the red one. Now go 
farther to the right through two sets of flame throwers and 
go up. Here you will encounter a rubberband maze. Jump 
at the one to the right and go with the flow. Once you get 
to the top go to the left and do the blue fuse thing again. 
Now go down and to the left to get the silver medal. Exit 
this area by going up. 


Anemone Beach (Point E): 

Enemies encountered: Starfish, Hermit Crabs and 
Octopus. You CANNOT go to Burn Daisy until you 
obtain Chilly. Start on the shores of Anemone Beach where 
you will have to contend with flying Star Fish and hermit 
crabs. Pass the first flight of s 
that you can hit the red switch with your sword. Now 
return to the first set of stairs and leap through the traps. 
Hic the red switch on the left to reveal another set of stairs 
(of по use now) then continue on to say hello to Sonic the 
Hedgehog. There will be an Apple of Life that you CAN- 
NOT get to now. Wait until later 
game. Now proceed to the top of the screen and 
go up the stairs. You have now entered the 


airs and ascend the second so 
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town of Water Lily. Talk to everyone in the town to gather 
helpful information. You can buy the Kitty here, buy him 
if you can because he is a great help. You will also discover 
that there is an animal trapped to the North of the town. 
The hut with the door can be entered if you jump on the 
mat in front of it three times. Inside you will meet the 
Daddyphant and he will teach you how to lift things. You 
must speak to him at least twice before you can actually 
pick up the board. Now you can go to the north of the 
Village and rescue the poor captive animal. 

First go to the far right and flip that switch. 
Then go back to where you started and go up and flip all 
the switches in chat area. Now go back to the start and, 
with the help of the wind, jump from block to block in 
the water and get a money bag. From here you go right to 
the end of the screen, go up and cross the water (not at 
the bridge, but at the stones in the water). From here con- 
tinue to go left, pick up the board and go to the edge of 
the area. DO NOT GO LEFT. Throw the board up, jump 
on it and jump across, onto the jellyfish, then to the top. 
You will now enter the cave of the Octopus. Beat him by 
throwing your sword at him and dodging his ice bombs. 
Once you beat him you will rescue Chilly the Penguin and 
he will join you. Now that you have Chilly you can proceed 
to Burn Daisy. 


Burn Daisy (Point F): 

Go up and along the top to the right. Once you 
get to the fire use Chilly's sword ability and hit the spout. 
It will turn into ice and you can walk across it. Now go 
down the rope, use the blue blocks to block the fire, go up 
the next rope and smash the switch. Go to the far right and 

cross the bridge. It will collapse so hurry across. 
Now you will enter Burn Daisy. 





Burn Daisy (Point G): 

You can't jump over the small lava pond so you 
are forced to enter the cave. Go straight up, then go down 
the flight of stairs at the top, and to the right. Then go 
down, under the bridge. Go into the stairs surrounded by 
green blocks. Jump from island to island. From there you 
will go up and into the stairs. Follow the only available 
path across the bridge. Hit the switches so that the stairs 
appear and go down. Go around right and up. Weave your 
way through the blocks surrounded by flames and go down 
the stairs to the far right. From here go left and down, (If 
you go into the cave you will come to the Puppet Master, 
but you can’t talk to him yet.) Then go right, past the ver- 
tical bridge. To the upper right of the bridge are more 
islands. Again, jump from island to island. One of them 
will have a burned bird, but it is of no assistance to you 
now. From here follow the platforms down and enter the 
room where you will encounter Shuffler. To beat him, you 
must keep track of the red flashing glob and slash it when 
they all stop. If you hit the wrong one you will lose power, 
so be careful. The more you hit him, the faster his counter 
parts will move, so try to keep track! 

Beat Shuffler to rescue Cecil the Flying Squirrel 
and he will join your group. There is an exit at the bottom 
of the screen. Now go left and out into Iris. 





There is much more adventure awaiting you in 


ите. Опсе you have traveled this far, the mechanics ЕШ | LABLE GPR | | 6 4 


of the game will be second nature to you and you should be 


the 





able to solve the quest on your own. 


* * * 


Good luck adventurer! 
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То get your copy, just send a check or money order (sorry no credit cards) for 
$4.99 plus Tax and $1.00 shipping and handling charge to: 





Atlus software, Inc. 
strategy guide offer 
17145 Von Karman Ave., ste. по 
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